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Safety Information 



Thank you for purchasing Sonfc Mega Collection^" Plus for Xbox®. Be iune 
to read ttiis Initructfon manual thomughly before you ptay 



About Photos«naltlvo Soizuroi 

A very small perccntugp n( petijilc mny oKpcnencc a wlitiif* wKan e*|»t«i!tl U» 
cenain visual imoysrs. iiitludjiii! fluKliini^ lighiv iir pMttem* IIihi mny *|i|W4r in 
video gnmcs, liven people wlm liavu nn history' iir^j/jren iir epilepsy miiy 
have uii iindii!.gnu<>cti candiiiiin ilinl am krauiie thcsv "ptiokiNirnsitt^vc cpilFpiic 
seizures'" while watching video g;ini<:s. 

Thews wiKures may have n variety of symptoms including: lighditfadttlncji*. 
altered vision, eye at liite twitching, jerking or shaking of amis or IcgK. disorien- 
uitian. c«i fusion, or tnomentiiTy luss of awarcncMi. Sei?.ures mny also iause lo!>!i 
of consciousness or convuJsiomi that can lead to injury from falling tlown or 
striking niritrhy dhJecTs 

ImnK-dlatt-h slop pla^inu and conaulr a doclor if you ciipmciiM any of these 
synipliinv; Piuotir-^ shiniltJ ^Mitch for w ask their children abiiiit the above 
symptoms i.-hdcln.*n an4 leenagere are more likely than adulis to ci^pcrience 
ihc.'ie 8ci?;ures. 

The risk orphotos<msitivq cpiji;piic seizures may be reduced by sitting fkrtiicr 
from the television screen, using a Kmuller tekvisiun scneen, playing in a well-lii 
room, and not playing whi^n yuL iirc drow>iy or fatigiued. 

If you or any of your relatives have a history of seizures or Bpilcpsy, consult li 
doctor befofe playing. 

Other Tmpnrtant Itealth and Safety Inrormnttoii. The XIkix tn-Ktnictim 
Maiiua^l tiimiams imporlLifil safety and lieullh iolbmiation that you should rcail 
and undcrslBiid befi>re iisijin ihiii soflware. 

Avoid Damage to Your Television 

Do not usv with) aTtain nHi'viitions. Some tdevisjoos, especidly froni' or 
«ar-projection types, can be damaged if any video games, ineluding Xbiix 
g^mcs, are played «n them. Static irmig.cR presented during iIk norRiiil coumc of 
game play may "bum in" to the screen, LiuiLsini;. a penniinent shuilovr of iIr- 
BtHtit image to appear al atl times, even when video games an; nol being pluycd. 
Similar damage may occur Irom static images created when placing a video game 
on hold iir pause. Consult your television owner's manual (o determine if video 
gumes cun he iafely played safely on your set. If you are unable lu find dws 
iaformatiun m the nwncT's manual, eoniuct your telcviition dealer or iIil- 
minufiicturer ht detenu ine if video games can be played safely on yuuf Mel. 

Unauthoriited copying, ttverae engineering, transmission, public performance, 
rental, pay for play, or circumvention of E^y protection is strictly prohibited. 
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While the games in this collection have retained their original G<?nes(sffi) 
and Game Gear® form, minor graphical modiflcatlooi have been made. 
Your gameplay mayisc intefnjpted by wireen distortbns and graphical 
erroR - press the White button and relum to the Title Screen to escape , 
from sudl IftterrjpliMls 





STARTING THE GAME 



Insert the Xb«j( tor trollt'Mi--. . ' ,n'' f < m mull) pkycr games., 

tonrect additional CO ntfoJkr JiUi^llcr imrd. 

The interm.itior m rhi-, fi.mu* ni.inuiil i^ Unrd on (hi- dcliiutt cnntroller 
configijfitjon - DEFAULT 1 Tb« tonlrollci contlgLiriiton cjn be adjusted 
from Options (R4). 
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Wh(le button 
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MAIN MENU ] 


- Menu Controls - 


START button 


1 H^CAME START ^jflH 


Directional pad 


^^^A.ECT / RCROti^^^ 




^^^^^^^■B 


O button 


i 


O button 


1 LAWm^fflWiOUiMWU 



Tht? first selection screen you wiil access is the 
Main Menu. Use ♦ ♦ to select the menu item 
and press the © bjttOii to entfif, 



[ MANUALS 



GAMES 



EXTRAS 



OPTIONS^ 




Check the original game manuals. 



Pla^ availabte games 



See iHustraticns. comics, and movies, 



Change and save various game settings 



STARTING THE GAME 



GAME MENU 



Use # ♦ to select a game from the Game 
Menu and press the © button to begin a game 
Games listed as ?? ? are unlocked once you 
clcdr certain requirements 



* CAAAE REFERENCE SCREEN 

[Jetails of the game will appear once you select a 
game from the Game Menu Uie ♦ ♦ to scroll 
the screen, the O button to start the game. And 
\he ® button to retum to the Game Menu. 
Player 1 has an option to enable the second con- 
troller before starting a two-player game. 
'Piayer 2 must press the O button to confirm 



MANUALS / EXTRAS 




Manuals / Extras Controls - 



ft light thumbftick 



Directional pad 



19 trigger 



a trigger 



O button 



button 



♦ : Back Page f <* : Next Page 

Select AAanufll / Move P| 

Zoom In 

Zoam Out 

in Manual f IHustrat 

tjietum id Selection 





In-game manuals can :ir vijavh.';; In mi MANU- 
ALS. Use ♦ ^ to choose the title from tJie (bt 
and press the © button to view each manual. 
Please note that Ihe manuals are in the original 
Genesis or Game Gear format, 





Vtew comics, illustrations and movies of Sonic 
from EXTRAS Use t # to select the items 
tram each menu and press Itie O button to see 
pj'evtously released works. 




STARTING THE GAME 



OPTIONS 



On the Oprion-i Menu, use ♦ • to sctect an 
item and press the O button to enter To return 
to ttie Main Menu, select EXIT and p(e« the 
© button. 

♦ HINTS 

List ot secret commands based on 

your progress, plus Other useful Ups. 



STARTING THE GAJUIE 




♦ CREDITS^ 

Thiis game was made possible by 
the staff you find here. 



* CONTROLLER CONFIGURATION 

Choose from configuration 
DEFAULT 1,1. or ] 




PAUSE AAENU 



Once yoa enter a game from the Game Menu, 
press the White button at any time to dispfay 
the Pause Menu. Use ♦ • to select a menu 
item below and press the © button 

* RESUME 
ConBrue or with your current game, 

* CAME TITLE 

Reset your current game - start over from the Title Screen. 

f SAVE CAME DATA 

Save your current game (up to 20 different saved games). 

* LOAD CAME DATA * CONTROLLER CONFICURATtON 
Load previously saved games Change the button assignmenU. 

4 VIEW mmt 

Check secret comrnands iMsed on your progress, plus other useful tips. 

* EXIT 

Quit your current game and return to the Main Menu 



AAmimum of 31 blocks ar* used to store the Settirtg Dsti 
{Controller Conflgyrationi, game iagt, etc) and the Came Data 
(up to 2Q different gamef - 16 block t per game) of Sonic Mega 
Collection Plus to the internal hard disk unit. In the event that 
there is insufficient memory, pieaie refer to the Xbox Dashboard- 



GAME SCORE 



All enemies are worth 100 points. [>efeating Or. 
Robotrik at the end of a Zone earns you 1.000 
points. Both a nine Bonus and a Ring Bonus will 
be added to your tin ail score when available 




4 TIME BONUS 

Bonus based on how much time tt 

took to fiear the Act 



* RING BONUS 

Bonus determined by the number of 

Rin^s you had at the end of an Act. 



The scoring featured above does not apply to Sonic 3D Blast, 
Sonic Spinball, Dr. Robotnik's Mean Bean Machine, some 
Came Gear games, and other untockable games. 



COMMON CAME CONTROLS 



The folbwirg game controls are common to the Sonic the Hedgehog series 
and Sonic & Knuckles featured In Sonic Mega Collection Plus. Press t^e 
START button during gameplay to pause your game. 



O Use • ♦ to run. and keep holding either direction (town 
to accelerate even more Quickly press in the opposite 
direction to brake your dash. 



^ 



O Press ♦ vihi\e in motion to perform a spin (attack 
move), and press O, d. or O button to Spin Attack 
(jump and attack) the enemies 

O Hold down • while standing still, then press the O ©, 

or O button to spin and release to perform a 

Spin Dash 
' Not available in Sonic the Hedgehog {P,6) 

Additional game/charactef-based controls will be explained under each 
game titte Please note that the above contro'? do not apply to Sonic ID 
Blart (PM) and Dr. Rotiatnilt's Mean B«aii Macliin« (P.32) 
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O Ciick rfghf thumbsticic stick to toggle between the screen iTK>des 
while pt^iying any of the Came Gear games, fdot available for duruig 
two-player split screen (P 37) * 




Onginal Rmum 



06/23/1991 



Or, tvo Robotnik {AKA Dr. Egg man), the mad scien- 
tist, ii snatching innocent animals arid turning them 
into evil robots! Help our hero to fight enemies, res- 
cue the helpless animals, ind stop Di. Robotnik from 
succeeding with his evil plot. 




SONIC THE HEDGEHOG 



+ CAMf OBIECTJVE 

Avoid traps arnt crazed robots as you dash ttirough 6 hazardous Zon«, 
cich With three thfilling Acts. You will face Dr. Rottotnik at the end of 
every Zone (Blind Act). 

You have 10 minutes of Came Tme to clear each Act Afttr 10 minute*, a 
TIME OVER message will appear and you wil( lose a Life. 



EXTRA CONTROLS 



The following controls are also used In this game. Press the START button 
at the TltJe Screen to start your game. 

O While standing shii, press ♦ ♦ to scroll the screen up and down. The 
screen wilt not scroU when Sonic is already at the highest Or lowest poini 

* Spin Dash (P.5) cannot be used m this game. 



GAME SCREEN 




O Current score 
O Time elapsed 

Number of Ringi 

(•Fla'ihes when zero) 

O Remaining Lives 



* RINGS 



Q 



ITEMS & OBJECTS 



staying alive viHIl be tough, but by gratibing Rings, Sonic won't 
get hurt when attacked. H an enemy attacks, you will lose the 
Rings you have collected. If an enemy attacks while Sonic has 
rm Rings, you will lose a Life. 



♦ LAMPPOSTS 




By crossing thmugh a Lamppost, your present score and Ume 
wJil be recorded If you t^l to complete ttre Act, you wifl return 
to the last Lampprjst you touched. 



SONIC THE HEDGEHOG 



* SPECIAL ITEAAS 

Smash the video monitors with a Sptn Attack to get Special items. 






Super Ring; farns you 10 Rings at orcel 



Power Sneaker Makes you run supersofiic fasti 



1 -Ups: Gives you an esrtra Life. 



Shield: Prevents you from losing Rings or being hurt when 
ked {but won't protect ^ou from all oireladesj. 



Invincible: Keeps yoti safe from enemy attack for a short time 
(but won't protect you from ail obstacles)- 



SONIC THE HEDGEHOG 



PLAY TIPS 



O Grab aB the Rings yoii can When you lose the Rirvgs, fush to grab them 
before they disappear 

O Watch the traps carefully to see how they move and improve your 
chances of avoiding them. 

O Look for ways to gel to places that seem impossible to reach. 

O Use the Spin Attack to find hidden items, 

O Look for secret rooms. 

O Remember the Time Bonus. There's no time to lose I 

O Destroy enemies In succession for bonus points. 

O By collecting Rings and improving your score, you may be lucky and 
obtain a Continue worth three more lives after CAME OVER, Press the 
START button before the timer enplres during ttie Continue Screen. 



SECRET ZONE 



If you have 50 Rings at the end of any Act, you can 
warp to the Secret Zone by jumping into tfie giant 
fjoid Ring 




Chaas Emeralds: These come in 6 different colors: yeikiw, 
pmk. blue, green, red and white Yoj can find one in every 
1 ^ficifit Zone so collect them all* 

I Coal Block: This Is the end of the Zone Touch this and 
you wiil retufn to the previous Zone empty handed. 




Use the Spin Attack by rico' 

cheting off multi-colored 
i"rks in a 360* rotating maze In CMch Secret 
' <ne, the aim is to grab tiie Chaos Emarvid and 

as many Rings as you can while l<eeping away 

from the Cod atodu. 



^ 



SONIC 2 
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Original Release 11/24/1993 



Dr Robotnitt ha; retLtrned. again bent on world dam- 
ination. Join Sonic and his sidekick Milts "Tails" 
Prower Hie fox as they try to stop the demented sci- 
entist from discovefing the Chaos Emeralds and 
completing the ultimate weapon, the "Death E§g." 



4r 




SONIC THE HEPCEHOC 2 

* CAME OBJECTIVE 

Avoid traps and Badniks as you guide Sonic and his sidekick Tails through 
ten different 2ones on the trail of the mad scientist Dr. Robotrik. 
Voij tiave 10 minutes to clear each Act. After i a minutes, a TIME OVER 
message will appear and you will lose a life. 

* 2 PLATER MOPE (SIMULTANEOUS COMPETITION) 

Sonic (Player 1 i and Tails (Player 1) vM\ compete to clear each Act in the 
fastest time white earning Points, Rings and Super ttems. The game has a 
total of 3 Regular Zones (2 Acts each), plus a Spectat Stage, 



GETTING STARTED 



Use # ♦ on the Title Screen to select either 
1 PLAYER, 2 PLAYER VS, or OPTIONS ,\nd 

press the START bulton 10 confirm A single- flayer 
game will tiegin when you select 1 PLAYER. 



If you select 2 PLAYER VS from the Title Screen, 
the Zone Selection screen will be displayed Use 
the directionaJ pad to select from three Zones or 
the Special Stage and press START button to begin 
your 2 Player VS Competition. 



Select OPTIONS from the Title Screen and enter 
the Option Screen. Use ♦ ♦ to select PLAYER 
SELECT. VS MODE ITEMS or SOUND TEST, 

.ind ♦ # to cfiange the setting or select a sound. 
See the options details below. 



PLAYER SELECT ■ VS MODE ll^MS ■ SOUND TEST 






Cliuoie SONIC 
AND TAILS, SONIC 
ALONE, or TAILS 
ALONi tor 1 Player 
games. 



Choose ALL OF 
ITEMS Mode or 
TEUEPORTATION 

ONLY Mode for 2 
Player VS games. 



Press the O button 
and ♦ * to change 
the sound number 
and press the O but- 
ton to hear the music 
or sound 



ff* for PLAYER SELECT and VS MODE ITEMS, press the START button to 
start your game from the Options Scteen. 



SONIC THE HEDGEHOG 2 



EXTRA CONTROLS 



The folJowing controls arc also used in this game. 



O In Metropolis Zone, 
use ♦ ♦ to turn the 
metal nut up or down 
the screw 




O In Casino Night Zone, 
tiold down the O but 
ton on the spnng to 
push down the spring, 
and release for a iiftoff' 




O In 1 Player mode, a second player can take control of TaJis using 
ControHer 2. Rings coHedted by Tails are added to Sonic's total. 



GAME SCREEN 



O Current score 
O Time elaps«d 

CI Numbef of Rings 

(-FI,H';hf:S when zero) 

O tlKmaining Lives 
'Screen of 1 rUjfw game 
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PLATER 1 
SONIC 



PLAYER 2 
TAILS 



•Split-screen of 
2 Player VS game 



* RINCS 



@ 



-i&. 



ITEMS & OBJECTS 



By grabbing Rings. Sonic won't get hurt when attacked by an 
enem/ If Sonic is attacked when yoj don't have any Rings, 
you will Icrit^ .1 Life, An ciltra Lite is awarded when you colled 
100 and 200 Rings Rings mUected by Tails are aho added to 
youtf totai. 



SONIC THE HEDGEHOG 2 



* STARPOSTS 




By touching a Starpost. your present score and tlnie will be 
recorded- It you lose a Life, you will return to the last Starpost 
you touched. 

Touch a Starpost wtiile holding 50 Rings or more and you'll see 
a Star Circle spinning above it. Jump In to eTiter a Special Stage 
(See below). 



* SPECIAL ITEMS 

Smash open the video monitors with Spin Attack to get Special Items. 




Super Rin^ Earns you 10 Rfngs at omcel 



E Power Srteaken Makes you run supersonic fasti 
N^^l 1-Ups; Gives you an e^tra Life. 





Invindblc; Keeps you sate from enemy attack for a short time 
(but won't protect you from other obstacles) 




Jtt.icked once only Ebtrt won't pfotct you from other obstacles). 



SPECIAL STAGE 



This is your chance to collect a Chaira 
Efnerald. Speed around the chute, picking up 
as many Rings as you can. Mestep of jump 
Over the bomlM to stay in Sic race. If you finish 
the Stage, you will receive a Chaos Emerald and 
tvtum to the Star Post of your original Zone 





SONIC THE HEDGEHOG 2 



2 PLAYER COMPETITION 



Compete to earn the higfiest scone and 
to clear the Act in the fastest time 
When the first player finishes, s. timer 
will cog Pit down from 60 seconds (see 
right). The other player must finish 
withiofiO sEconds or lose a life. 



* SPECIAL ITEMS 

Break open monitors to receive a mystery Special Item The 
Special Items are revealed M^en they pop out 






The face you see on a 1-Ups Hem is the charactci 
, that receives it. regafdiess of who unco vera it. 

Watch out when you see Robotnlle's face I You will lose all 
of the Rings that yoy have colletted 



When Teleportation Only is selected on the Options Screen 
(o( this game). Sonic and Tails will switch places whenever a 
monitor is smashed. 



PLAY TIPS 



O Jump on lewersj hang from vines, use the Spiri Attack to find hidden 
tt»ms. 

O In the SpeciaJ Stage, don't move too fast or you may miss the Rings! 

O In 2 Player VS Competition, concentrate on your own screen Regardless 
of the end time, you can always win by coUecting Rings and Special 
Items to improve your overail score. 

O You can Continue once for every lOO.OCX) point? after GAME OVER, 
Press START button Ixfore the timer ejepltm on the Continue Smecn. 




MfSa, gj^ 






Original Release 



01/24/1994 



Dr. Robotnik's "Death Egg" has lost its ability to fly after 
oash landing on Floating Island, and only the power of 
the Chaos Emeralds can repair his ship. To obtain these. 
he tricki tttetr guardian Knuckles the Etfiidna convincing 
him that ^nic and Tails are really hit enemies. .. 




SONIC THE HEDGEHOG 3 



* CAJWE OBJECTIVE .^ 

Dodge Badnik^ and traps set by Knuckles, coHect Rings, and uncover ChaflS 
Emeralds as you guide Sonic and his sidekick Taik through sik different 
Zones on the trail of the deranged scientist Dr Robotnik 

* 1 r>LAYER MODES (StMULTANEOUS COMPETITION) 

Each player can control Soric, Tails or Kn jckles and compete in split-screen 
mode Characters are selected at the start of the game. There are 5 two- 
player Zones, and in each you nriust comptete 5 dncuits. 



SONIC THE HEDGEHOG 3 



EXTRA CONTROLS 



The followFng controls are also used in this game. 

O Press either O , ® . or O button while Sonic is jumping to generate a 
temporary shltld. 

O Press either &. ®, oi O button twice to make Tails fly or iwfm when 
he's in water. Use this to help Sonic by airlifting him out of danger, 
or to otherwise unreachable areas. 




GETTING STARTED 



On the Title Screen, jse ♦ ■• to select either 
1 PLAYER or COMPETITlOM and pre^s the 
START button to begin the game 
Once you Selett 1 PLAYER from the Title Screen, 
you will enter the DATA SELECT screen. 



On the DATA SELECT screen, use * * to select a 

Game Save Window and press the START button 

to play. To start a new game, select NEW (initial 

format) and use ♦ • to select your character<s) If 

two controllers are connected, select Sonic and 

Tatis for a two-playef game. To return to the Title 

Screen, press the • button, 

Sefect HO SAVE (top left Ikjk), to play without recording your progress to 

the DATA SELECT screen. If you complete a game and collect all the Chaos 

Emeralds, you are allowed to start a game from any Zone fay using # ♦ 

from the finished window. 

« SAVED CAME 

The DATA SELECT Screen allows you to store up to six different garrws. If 
you successfully cleared a Zone since your last save, such pragress will be 
automatically loaded to ttie DATA SELECT screen the next time you play 
Sonic 3. 

Ad the games and Competition records for Sonic 3 arc automatically saved 
when you Eiiit thie ftanw (Some 3). To delete one of your games, select Dr. 
Rnbotnik on the far right and press the ® button Move Robotoniif on the 
Came Save Window you wish to delete and press the © button, then con- 
firm. 
' Saved games of Sonic 3 sfe locked in the I 



CAME SCREEN 




Current score 
8 Time elapsed 

O Number of Ainp 

(•Flashes k^hen zero) 

O Remaining Lives 

•GafTie Soeen of 
1 PLAYER game 



PLAYER 1 



PLAYER 2 



■Split- screen of 
COMPETITION game 



1 





ITEAAS & OBJECTS 



* RINGS 
By grabbing Rings. Sonic won't be hurt when attacked by an 
enemy. If Sonic is attacked when you don't have any Rings, 
yoj Mill lose a Life Rings collected by Tails are also added to 
the total, which can later get you extra Lives and bonus points. 

♦ STARPOSTS IP S tm V JK 

By touching n 5tarpost. your present score and time will l>e 
recorded- If ynu lose * Life, you will return to ttie last Stairpost 
you touched. Toucii a StarpDSt with 50 Rings or mort and 
you'H see a Star Circle spinning above iL Jump in to enter a 
Bonus Stage (S ee R1 9)- -. ^ Kl7j 





SONIC THE HEDGEHOG 3 



SONIC THE HEDGEHOG 3 



* SPECIAL ITEMS 

Smash open the video monitors with Spin Attack to get Special Items. 



E 



Super Ring: E^rnsyou 10 Rings at once! 




I m Power Sneak«r^ Helps you run supersonic fasti 



H 



1-Upa: Gives you an extra tife, 



E 



|M|T RobDtrlili 



itlll J Robot rtik: DANGER! Causes the same damage as a Badnik 
.iltack! 




ItXI ■ Invincibte: Protects against harm from Badniks for a short 
[jeriod. Some moving objects are still Jiannful ttiough. 



[Hi' 



Flame Shield: Protects from fire attacl<s Sonic can perfomi a 
mid-air Flretall Spin Dash by using either ®, 0, or O button 
while he is in air 



i^H| W*t9r Shield: Allows Sonic to breathe underwater Sonic 
\HH^ t;iri bounce along fike a baJi by using etther O, O, orO button 
} _ I while he is in mid air 



13 



Lightning Shield; Turns Sonic into a Ring magnet, and pro- 
t' [ h .igainst electric and energy ball attacks, Use either O, ® , 
I O button in mid air to perfomi adoubie jump. 



SPECIAL STAGE 



Every Act has a hidden fcwim with a giant Ring tcap 
into the Ring to enter Ihe Special Stage. This is your 
chance to collect the Ch«Qs imerald. Crab the 
bfuc 5pheres and avoid ttip red. When yon collect all 

the blue sphere*, 




Id avofO Wf red. When yon collect all W_^^^M^^^ M 

a, i Chaos Emerald will appear. r^^VS^^^^ ^V 



BONUS STAGE 



To find the Bonus Stage, collect 50 or more Rings 

during an Act, touch a Starpost and then leap into 

the tiny stars that appear 

In the Bonus Stage, grab extra 1 -Ufx, Special Item;, 

and Rings by turning ttie crank of the Gumball 

Machine. 




COMPETITION GAMES 



After selecting COMPETITION on the Title Screen, 

you will enter the Competition Selection screen. Use 

♦ * to select the menu items as detailed bwlow, and 

use ♦ * to choose whether or not to have Special 

Items m the game. 

Fresi the START button to enter the character/ 

cours£ selection and the O button to return to the previous screen 




[ GRAND PRJX MODE ) 



Race through all five Zones 



MATCH RACE 



Race in any single £one. 



TIME ATTACK 



Single -player practice mode, 



PLAY TIPS 



O Look out for secret hidden areas. W^ls with different patterns can some 
times tie smashed through using the Spin Dash attack. 

O Be prepffl-ed tor underwater travel. Jump Into giant air bubbles to 
breathe. If you stay in the water too long, you will lose a life The water 
shield allows Sonic to breathe until it breaks. 

O Jump towards end of Act markers before they lajid and a Power-Up may 
appear. 

O Throughout the game, don't Jet Tails get stuck in passageways or traps. 
Have him activate Starposts or enter Special Stages as quickly as possible, 

O Some traps take advantage of Sontcs ultra-fast ipeed, and some arc 
impossiljte Xd esca|)e_from. When Sona^is flasWng don't let him travel 

too fast. 
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Original Rfiiease 10/18/1994 



hlaving blasted Robotnik^ "Death Egg" to stnithef«en$. 
Sonic a determined to find the EmBraWs tikidefi on Fteating 
isJand, tjut Knudcks is w^ually detetmined to stnp him by all 
means availatHe. While they're goir^ the launds wih bach 
other, who wilJ stop Dr. RoiMtniti? 
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SONIC & KNUCKLES 



* CAJWE OBJECTIVE 

He(p Sonic Of Knuckles collert Rings, avoid Badnifcs and escape traps as Dr 
Robot rtik attempt*, another dasi^j'diy plot to tak^ over tt>£ worfd. 
You have 10 rtijnutes to clear each Act if yoj go over 10 minut«, a TIWIE 
OVER message will appear, costrng you a Ufe. 



TITLE SCREEN 



Use * ♦ on the Title Screen to select eittiei SONIC 
or KNUCKLES and pfMS the START bJtton to 
begin the game. 




EXTRA CONTROLS 



The Followfng controls are also used in this game 

O Press th& <9, @, nr O bjtton while Sonic is jumping to generate a tem- 
porary shisid 

O While Knuckles is jumping, held down the O, O, 
or O button to glide through the air and use 
•• 4 to control the direction of the glide. You can 
use this move to attack opponents 

O Knuckles can perform a wall climb by leaping tOhA/ards 
a vertical surface and pressing the O, O, or O button 
to stick to the surface Use ♦ ♦ to climb and then press 
the 9, O, or O button to jump off. 
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CAME SCREEN 



O Current SCOT* 
Q Time elapsed 

O Numbar a§ Ring* 

("Flashc". when Ti:m) 

O Rtmaining Lives 



SONIC & KNUCKLES 



SONIC & KNUCKLES 



* RINGS 




ITEAAS & OBJECTS 



By grabbing Rings you won t be hurt wher attacked by an 
enemy. If an enemy attacks when you don't have any Rings, 
you will lose a Life Collect 100 Rings to get an extra Life, and 
50 Rings during a 3D Special Stage or Bonus Stage {see P.23) 
to eatri a Continue. 



^ 



BONUS STAGE 



Collect 50 Rings, activate a Starpost. and leap tnto the tiny 
5t3rs that appear above to enter a Bonus Stage, The amount 
of Rings you are holding det^rminei which Stage you will 
enter. 







+ STARP05T5 

By touching a Starpost. your present score and time will be 

recorded, if you lose a Life, you will return to the last Starpost 

yoLJ touched. 

Touch a Staipost with 50 Rings or mow and you'll see a Star 

Circle spinning alxjve It. Jump In to enter a Bonus Stage (See 

beJow) 

« SPECIAL ITEMS 

Smash open the video monitors with Spin Attack to get Power-Ups. 
For details of the Speciaf Items for tflis game, please refer to the Special 
Items section In Sonk ihe Hedgehog 3 (See P.I 8). 



3D SPECIAL STAGE 



Every Act has a hidden room with a giant gold 

Ring. Leap into the Ring to teleport to the JO 

SperinI Stage This is your chance to obtain a 

Chaos EtTwrald 

Colfect the blue spheres and avoid the r^d ones 

Look lor square formations am ring the blue spbefes, Ijj 

and by grabbing the spheres around the edge, afl 

inner spheres will turn to Rings. When you collect ail the blue spheres, a 

Chaos £mcrald will appear. CoJIect 50 Rings in this Stage to earn a Continue 

worth 3 lives aftffr GAME OVER. 




PLAY TJPS 



* GLOWING SPHERES STAGE 

Sonic is stuck to a magnetic sphere. Roll to the top 
before Jumping to a higher one Use the flippers to 
help you, and wat[:h out for tf^e fonce field creeping 
up from below I 



* SLOT MACHINE STAGE 

Collect Rings when the tumblers roll. Jump towards 
the center to stay in this Stage, 









50NK 3D BLAST 



* CAME OBJECTIVE 

Defeat the enemies and rescue the Flicktes by bringing them back to Bidr 

own dimensron through the Giant Ringsf 

Jump on Of Spin Dash into a rotot to free the F(icky inside. Once freed, 

move past them to attract theif attention and they will follow you olwdl- 

cntty. Take care though as they tend to scatter when Sonic is attacked by 

enemies. 




GETTING STARTED 



# OPTIONS MENU 

Press the 5TART button on tfie TTtie Screen to enter 
the Options Menu for lhi5 title Use ♦ • to select 
either START, CONTROL, or SOUND TEST and 
press the START button to confirm. 



CONTROL 



Set the game controls in CONTROL. Press the O button to toggle 
between the two settings. Preis the START button to confirm the setting. 
Note that the keys "A (O button)," "B [O button)," and "C {© button)" 
represent the Genesis® keys, and not the Xbox<S Controller's buttons. 



SOUND TEST 



Select SOUND TEST and Irsten to the BCM {music) and SFX (sound) 
froin this title Use ♦ ♦ to select BGi\A or SFX and use ♦ ♦ to change the 
track number, then press (he & button to play. To Stop the BCM, press the 
O button. 



Select START and press the STTART button to begin the game 

* PROLOGUE SCENE 

The protegue scene will play when you start your 
game. Pre5s the © button to move on to the nott 
scene, To skip the prologue sequence, pres? the 
START button arKi begin Zone 1 . 
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SONIC 3D BLAST 



CAME CONTROLS 



The following are ihc default ccnlrol5 far thi<i game. 

O Use the e or O button to Jump and Spin Attack 

O Hold down any direction to run and press in the oppobite direction to 
quickly brake. 

O Hold down the O button while standing still to spin, and reiease thie 
button to execute the Spin Duh 

O Roll fredy white Some is in tnotior by hoiding down the O buttort. 



GAAAE SCREEN 



O Number of Rings 
(♦Flashes when zero) 

G Remaining Lives 

O Flicky Counter 

(•Ltghljon when found ) 



ROBOTS & FLICKIES 



Spin Attack or Spin Dash into a rotot ttop) to tireak it open 
and release ttie Flicky that is trapped inside Once the Fficky is 
free, run past it to attract its attention. The Flicky wilt then fol- 
low Sonic otrediently (bottom). When Ffickies are following, 
they can help you get items in piaces that are tough to reach. 
If Sonic gets hurt by a robot, the Flickles following will scatter, 
so try to pick thern up again. , 
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SONIC 3D BLAST 



* RINGS 
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ITEMS & OBJECTS 



Collect Rings to protect Sonic from enemy attack and increase 
your score Grab 50 Rings or more to gain access to Knuckles 
and Tails Bonus Stages 




* SPEciAu rrems 

<.iii,i-,K "pen the video monitors with Spin Attack to get Special items. 



Rings: Earns you 10 Flings at oncel 

Shields: Slue Shtefds protect against normal damage and 
clEctncity, Red Shields against normal damage and flame, and 
Gold Stiieids against enemy attacks and enable Sonic to per- 
form Blast Attacks - press the jump button twice to home in on 
the enemy! 



Sonic Icons / fxtra Life ; Collect 10 Icons to eam 
a Continue. Extra Lite cjn be found inside the video 
monitors or the Bonus Stage if you collect al! 7 
Chaos Emeralds. 



M 




* SPRINGS AND TRANSPORTS 



Use Springs to |ump 
from one place to anoth- 
er. You can also collect 
the Rings and ^onic 
Icofis al)ove the Sjprtn^ 






fcSrf 



Transports move 
Sonic up and down 
levels. Use the Spin 
Dash to activate 
some Transports. 




+ DIMENSION RINGS 

Jump and grab the red part of the Dimension Ring whenever 
Sonic has Flickies following him. This vifltt transport them back 
to the safety of their own dimension. 




* CHAOS EMERALDS 



Rffl! 
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When you have 50 Rings or more, find Tails or Kr^uckles and 
they viriil transport you to a Bonus Stage where the Chaos 
Emeralds can be found 
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Original Release . , . , 



. 11/15/1993 



The def anged scienttst Di. Robotnitt is orne agzJn turning 
the animals erf IVtoblus into itibots using his nntmstrDUS 
contraption the Veg-O-Fortre^f. On)y Sank can penetrate 
tr\t pintiiiJt defense ?^stem, free tlw an»niaJs. ODilect the 
Emi? r^lc^ a nd put a stop to tiis fiendish plan. 
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50NK 5PINBALL 



« CAM£ OBJECTiVE 

Using Sonic as a pinball. worit your way up tlirough Ihe Veg-O- Fortress 
uncovering concealed passageways, collecting Emeralds and avoiding dead- 
ly traps Up to 4 peopie can take turns to pfay this game, 



tnTLE SCREEN 




GETTING STARTED 



Use * ♦ on the Title Screen to select erther 
START or OfHlONS and press the START button 
to confifm. 

For multiplayer game taltematfng play), change 
the number of players in OPTIONS 



t OPTIONS MENU 

Use ♦ ♦ or the OPTIONS to seJect different menu 
iterns. Use ♦ * to change settings and press the 
START button to return to ttie Came Menu to start 
your game 

Note that the keys "A (O button)," "B (O but- 
ton)," and "C (O button)" represent the Genesis® 
keys, and not the Xbox® Controller's buttons 



CAME CONTROLS 



The fo( lowing are the delault controls for this game. 




START button 



Directional pad 



O / / O button 



♦ then O / © / O button 



O l>ytton 



O button 



© button 



O + O 4 O buttons 



When Somt i'. m flight, use ♦ * to position Sonic based un the surround- 
ing objects such as bttmiwre, targets, lanes and flippers. 




MtiSFGAi 
IWOVE 50NH 
P (ON GRQU 
SPIN DASH 
LT RICKT FLIPPER 
IT UFT FLIPPER 
ILT BOTH FLIPPERS 
^ONUS R< 




SONIC SPIIUBALL 
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GAME SCREEN 
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The SytUS Display ." li i ;(i|. uf the screen shows 
the following informalion at various ^ges at \he 
game 

Player Numbers and Lives; Shows current level, who is playing and the 
number ot livei remaining. Sonic stafts with i lives Earn 30,000,000 points 
and ^ain an extra Life! 

Emeralds: Shows Ihe number of Emeralds remaining in each level, and 
how many times an obstacle needs to be hit befofe opening a path to the 

Ernprald 

Urgent Orders; These rrressages need a quick reartlont 
Loop Successes: Shows how many Eoops you've completed 
Score Update: Shows your currentsi score. 

End totals and Bonuses: Shows the total score for loops. Rings and 

lirnf" -it the end o( <) level. 

Soiiic Status: "Too Baaad," wtven you get another shot at the level. 



GAAAE STRATEGY 



Each level has a numter of Chaos Emeralds you must collect fcwfore con- 
fronting the boss robot and completing the level 

A vanety of hatchways and other olistactes stand between you and the 
Emeralds These can onty be passed by flicking hidden switches, and by 
repeated Sonic attack force, 




Fdlow the directions marked in the background to 
make sure you hit the right spots. 



With the blockages cleared, folbw the path to find 
the Emeralds. j^^ ^^^ j^^ .i^w- ■ 



SONIC 5PINBALL 




When all the Emef3ld<; have been gathered. Sonic 
must destroy the level boa, 



BONUS ROUNDS 



At the end of each level, there is a Bonus Round 
This iS a game of regular pintHll esnd you have 3 
baijs to play. 




PLAY TIPS 



O Launch Sonic by tilting both flippers together with the © button. This Is a 
safe and easy tactic for beginners. > 

O Watch out for lights and arrows showing important spots and routes In 
the background. 

O Catch Sonic on the flippers by holding them up as he enters the Alley 
Ramp. This way you can aim him more accurately, 

O To shoot straight up, fire when Sonic is near the hinge of a flipper To 
launch at an angle, let him roll towards the tip first, 

O Check the Status Display for real-time hints I 
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Original Release 



11/29/1993 



Dr. Robot/I ik !; changing the jolly folk of S«anville 
into devious little robots thit will help rid Planet 
Mobfus of music and tun forever. Cioup the beans 
together to heip them escape while wording your 
way up to the wilier henchbots. 
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PR.ROBOTMIK'S IWEAIi BEAN MACHINE 

* CAME OBJiCTIVE 

Remove the beans by stacking 4 o( the same cojored beans together 
Attack you I opponent by creating chain reactions, but watch out for count- 
er- attacks I 

Beans drop from the top of the dungeon in pairs. When 2 beans of the 
same color touch, they wllf link. When 4 or more beans are linked together, 
they di^ppear from the dungeon. Try to arrange the beans into groLps as 
they drop to prewent them from OvertiHing. 



* DEAAO SCREEN 




GETTING STARTED 



Vflit a tew seconds on the Title Screen to see Dr 
>botnlk's explanation of his goals followed by a 
demonstration of the game, Press the START but- 
ton to bnng up the Title Screen. 



* GAME MENU 

Press the START button on the Title Screen to 
enter the Game Menu. Use ♦ • to highlight a 
menu Item and pre^s A button to enter 



^ . ^ . 
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ICeNMtlOMaDE 

IP vj. aptwK 

'.'PTiON! 
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MODE , ^^lay against Robotmk's henchbots! 



IP vs. 2 P MODE ] 



EXiUCISE MODE 



OPTIONS 



Head-to-head match against a friendl 



A practice mode against the timer. 



change various game settings. 



OPTIONS 




In the Options Mftnu, use t • to select different 
menu items and use ♦ * to rhange settings. Press 
the STAttT button to return to the Came Mctu to 
start your game 

OftMu 



DR.ROBOTNIK'S MEAN BEAN MACHINE 



* KEY ASStCNMENT 

Custorruze the bjtton assign irients for this game. 

Note that the key? "A EO button]." "i (O button)," and 'C (© button}" 
represents the Genesis® keys, and not the Xbox® Controller's buttons. 



« VS. COM LEVEL 

Set the difficulty level for Sccfiafio 
Mode 

« SAMPLING 

Turn on / off the voice. 



• 1P VS2P MODE 

Choose the number of games to 
include when playing a tnend. 

* INPUT TEST 

Test lo make sure your controller's 
buttons are set-up conectly 



GAME CONTROLS 



START button 



The following controls are common to all 3 Modes. 

MOVE BEANS 
ECD UP DESCENT 1M 
]IS|OTATE COUNTERCLOCKWISE 





O button 



<D fO button 



ROTATE CLOCKWISE 



GAME SCREEN 



* SCENARIO MODi 

During Scenario Mode, your dungeon will appear on the left side of the 
screen while your opponent's (CPU) dunf;eon appears on the right 

O Next Pair of Beans 

O Current Stage 

G Opponent (Henchbot) 
Check your pr«gress from the 
robot's expression. 

O Scons 

Top yours Eksttam: opponent's 

'Nate thai yoUf dungeon nvifl appear on the nght side of the screen if you 
play Scenano Mode using the Controller connected to Controfter port 2, 







PR.R0BOTNIK'S MEAN BEAN MACHINE 

* IP VS iP MODE 

During the 1 P VS 3P Mode, Player 1's dungeon is on the kH sWe of the 
screen and Player 2's dungeon is on the righl 



9 Next Pair of Beans 

8 Games Won 

Left: Pldyw I 
Right I'layer2 

O Sioras 

Top Player 1 Bottom: Rayer 2 



f EXiRCISE MODE 

Dunng ihe Exeruie Mode. Player 1's dungeon is on the left side of the 
screen and Player 2's dungeon is on the right. 

O N«xt Pair of Beans 

O Current Levels 

I c't Player 1 Right: Player 2 
G Has Bean 

Occasionally drops into your 

dungeon to help save Beans. 
O Scorn 

Top: Player 1 Bottom Player 2 





BEANS 



Link 4 or more Beans of the same color to make them disappear from your 
dungeon. Link them vertically, horizontally, or in clumps, tf you drop a pair 
of beans horizontally on an uneven surface, any Bean left hanging will 
drop to thf lowest poinS of the column. 



Tfie descent rate of the Beans can suddenly speed up, airen in 
the early levels - Oon't panjc^ this is only temparary. 



* REFUGEE BEANS 




Refugee Beans wilf drop into the opponent's dun- 
geon whenever a player successfully releases a 
group of Beans. Refugee Bean<. cannot be linked 
to any color, and can only leave when ngjEhboring 
beans disappear. jatiisr 



Ol^ 



DR.B0BOTHIK'S MEAW BEAN MACHIWE 

Check the lop cf your dungeon for advance warning of fiow ffamy Refugee 
Beans are about to drop {see below). 



Ofie Small Clear Bean: Single Refugee Bean. 



One Big Clear Bean: € Refugee Bean:;. 



One Big Red 0ean: 30 l^pfugee Beans and big trouble! 



The Greater the number of Beam that vanish (e$peoatJ^ ■■> a 
chain reaction), the g^reater the number of Refugee Beans will 
drop into your opponent's dungeon I 



SCORES 



* Earn points when your Beans vanish). The bigger the chain reaction, the 
more bonus you can earnf 

* Earn points by speeding up the de^rent rate of the Beans idling into your 
dungeon. 

* If you win a game within a certain amount of time In Scenario Mode 
{110 seconds for a normal game), you receive a special Time B^mus for 
each second remaining. 

If youVe achieved a high score (ranked within the 
top 5) by the time yoLi end the game, a Higfi Score 
screen will be displayed Use ♦ ♦ to select the let- 
ters and press © button to fill in the neitl letter of 
your initials (up to three letters). Use ♦ to return 
And correct any mistakes. 



PASSWORD 



A password appears when you Win a Stage in Scenario /Vtade. Use this 
password (Beans) to Start futufe games from the nesrt Stage up. 

Select CONTtNUE from the Scenario Mode .md 
select ttie type of Beans and preis the & button to 
fill in your password Use the O iHitton to delete a 
t>ean and return a space 
Whpn you arc finished (entering your passwoi 
pfess the START button or s<-led. END 






GAME GEAR SERIES 



Back in 1991, Sega successfully launched a color portable video game 
system named the Came Gear. Six of the classic Sonic games from the 
legendary Game Gear system are also Included In this collection. 
The following ate Introductions protride basic game carifrols. For details 
on eacti game, fefer to the Came Reference Screen which will appear once 
the game Is selected fmm the Game Menu (P. 3). 



The controller settings setup in CONTROLLER CONFIOURATION 
from OPTIONS <P.4) does not apply white you play the Came 
Gear eamei - the configoratlon Is fitted and cannot be 
rearranged. 



2 PLAYER SPLIT-SCREEN MODE 



The screen rnode for a two- player Game 
Gear games (Sonic Drift and Dr. 
Robotonik's Mem Machine) can 

Ortly be playc-d m a split-screen mode. 

O The screen cannot be resized by 
clicking the right Ihumbstick 
during the split-screen mode, 

O Came Data cannot be saved or loaded 

while pfayirrg two-player Came Gear 
' games. 




PLAYER 1 
: PLAYER 2 



O Player 1 or 2 must select the versus (two-player) mode from the in -game 
menu to start their competition 




GAME GEAR SERIES 
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SONIC THi HEDGEHOG 




* while runnine 



O / O / O / O button 



Based on tfie orijginal Genesis ver^on. 
Sonic the Hedgehog was recreated ai 
the first Sonic game for the Game Gear 
system Dash through 6 Zones, and face 
Dr, Rot>otriil( at tho end of every Zone. 



MOVE SONlC| 
SCROLL SCREEN UP / DOV 
ROLLSONrC^ 
TOHIR ATTACK (SPIN JtHJCTP 




SONIC LABYRINTH 







Sonic i& unable to run or lump due to 
Dr Robotnlft's cvK power. Using Some's 
remaining ability - the Rolling Dash, 
you must recover the Chaos Emeralds 
hidden in Dr. Rotxjtnik'i labyrinth. Find 
all 3 keys to clear each Zone aiid 
advance yoor game 



Dirtctlenal pad 


^^^Kt MOVE SONICS^^^H 


O y O / O / O button 


BOUING DASH / STOP D^HH 


START button 


jj^^Hl PAUSE CAME:|||^^H 



'Scroll and examine the area you are playing by using your directional 
buttons while the game is paused, especially when you are running out 
of time. 

XjCpCpOOM 



GAME GEAR SERIES 
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SONIC DRIFT 




Sonic and his friends seek even greater- 
speed on the race circuit- Aim to become 
the winner of the Chaos Grand Prist with 
your high speed race machines, 




STEER 
iSPEClAL POWER 




& /& button 



O / O button 



* ♦ , Brake, th»n Acc«J«nt« 




•Special Po<fj:'.\ v^ avai.^iLilL 
race- 



J collect 2 01 Jllul^ i;i.'ig5 during d 



SONIC CHAOS 



D 




* while running 



O /O /O /« button 



* th«it / O / O / O button 



* th«n O / & / O / 9 button 



Sonic's sidekick Tails made his first 
appearance on the Came Gear in Sonic 
Chaos Choose Sonic or Tails - two 
playable characters means, doable the 

tunlll 



MOVE SONIC /TAILS 

SCROLL SCRE£N UP/ DOWN 

ROLL SONIC 

JUMP & ATTACK (SPIN ATTACK) 

SPIN DASH 

FLY TAIUS. 



CAME GEAR SERIES 
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SONIC BLAST 







Knuckles made his appearance with 
Sonic on the Came Gear in Sonic Blast 
Glide and climb walls using Knuckles 
and recover the Chaos Emeraldi hidden 
In Dr. Robotmk's Silver Castle, 



^^^^^BX^^^^^H ^*^VE S'^^IC ^ KNUCKLES 


^^^^^■S^^^^^H SCROLL SCREEr^J UP f OOWN 


* while running 


j m. ROLL SONIC / KNUCKL^H 


/ © / O / O button 


JUMP & ATTACK (SPIN ATTACK) 


♦ than O / © / O / O button 


SPIN DASH 


O / / O / O button {midair> 


DOUBUiUMP OA ClICJ^^ 



'l>oi>it. d'ui KriutLliii vvilJ ptilunii a J.fit'iLriL dLtian wlifii yuu press the 
jump bjtton again while the fespective character is in midair. 
Sonic performs a Double Jump ^nd Knuckles will Glide. 



DR. ROBOTNIK'S MEAN BEAN MACHINE ] 
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^Mc^^M 



flay the Game Gear version of Mean 
Bean Machine - more recently released 
as Puyo Pop. Help the Beans before 
I hey all become Or. Robctnik's robqtsl 



Directional pad 



O/O button 



O /O button 



MOVE BEANS ^^gl 
ROTATE COUNTER CLOCKWISE 
ROTATE CLOCKWISE s 
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' THIS LmiTCD WAffHANTY IS VAUB FOR SEGA PRODUCTS FOR FLAY OH THE XBOXS? 
VIPEO GAMf S rs HMMAttUIAC fUflf FOfl SAL {IHAKD PtfFCHASED AMD OFERATEB 
Ifi TMF VHtlfdSWl S AHtt CANADA. OKLY! 

Llmltid Wamnlv 

Sega dt Ameniii) Inc wa'ianli lo the origioat consumai purchaser thai ti>e ^ban game disc 
shail be Iree hum dttKtt IM irwitr^al arwl workmanship far a peniui of 90-davs i^om the date 
at pufc^asa It a ditwt aovirad bv Itiis limited warranty occurs during this go-day warranty 
period. Ihs datiGllvt %ba* ifimt disc or componen will be replaced free at ctia^ge ITiis 
linilted warranty itm nOi ifpIV I' Itle delects tiaue tKen caused by negligence, accident, 
unrsasonablfl um, nvuililii alion lamperjng or art;/ other cajjses not relaud to defective 
rnatsrials er manulacliiiHitj wikn>anshlp. This limited uvarranty does Dot apply to used 
saftwars or to iDtlwnrt ict^uirDiJ through private traisaction^ between individuals or 
pufchaBfld from Dnlliiit AUClkiOK t^llaii Please renin tii« original ar a photocopy ol yujr dated 
sale^ receipt lo ealabiiMi Ihit iJiiIb of purchase for In-war raity replaMfoent, For replaceirient. 
return the ^ms dine with list nilgin>ii packaging and receipt, to the retaitei from whicli ttie 
sottware was origlruilly purctmsei) In Ihe event that you cainot obtain a nsplacemeni from 
the retailBr. pIpaM cfinliicl Bra.i lo at»lflni support. 

OlitBining technicti iu|)port/iiinri.et 

To receive addiliunsi niippon inclodina trauble^haoting assistance, pleads contact Sega at: 

• web Bile http //wwfi.sBqaxom/ii^i 

• e-mail Niiptioriwiega com 

• talephone 1 800-USA-SEGA 



LIMITATIONS OK WARFMNTV 

ANY APPII1:;ABU iMt^UtD WARRANTIES. INCLUDING WARRANTIES OF 
H/tERCHANTABltHV ^m HI NESS FOR A PARTICULAR PURPOSE, ARE HEREBy LIMITED 
TO 90-DAVS FROM IHl DATE OF PUflCHASE AND ARE SUBJECT TO THE CONDITIONS SET 
FORTH HtRUN IN m fym\ SHALL SEGA OF AMERICA, INC. BE LIABLE FOR 
CONSEOUENTiAl QR iNClDfNTAL DAMAGES RESULTING FROM THE BREACH OF ANV 
EXPRESS OR IMPIIFD WARRANTIES THE PROVISIONS OF THIS Lm/IITED WARRANTY 
ARE VALID IN THI UNirEt) STATES AND CANADA ONLY SOME STATFS DO NOT ALLOW 
LIMITATIONS ON HOW LONG Afi IMPUED WARRANTY LASTS. OR EXCLUSION OF 
CONSEOUENTiAl OFt INCItlENTAL DAMAGES. SO THE ABOVE UMITATION OR EXCLUSION 

MAY NOT ApPtY m ynu this warranty provides you with specific legal 

RIGHTS you may HAVI DTMl R HiGHTS WHICH VARY FROfi/l STATE TO STATE. 




S«ta b [ggHtirfd \n ihin ii i: F-iiimii gr>ij rrad«nH(k Ottka. Stga. th« Seg^ lo^, and SOfJIC MEGA 
CDLLECTttWI DC *l(iiiii r<^iiiiiiigit frwJwriarlcs m Imihniarks of Sega Corporalion f? 1 991 ■ ?[KM SEGA 
CORroFMTiON Ml Higiiu n«Mrv»d This gamt is licensad f(»^ uH Willi Xboii cniy Cupyiog andfar 
[raiKFFVlHlffii 01 lliii tfMiii 11 ttnctty pichlbfisd. UnAuthorized rt^iial ar public perfarrnance of ihls game is 
4 vKillUBn of ini"c*t3>l Inn St QA qr Ameilcs. mc . €SQ Towns«<id SKsel . Suile €50. San Franclsca, M 
941G1, AllftlOhttntMivid tuww Moa i:um/u$3 PiDgi^mniK) In Iht USA Mada arij piint«d In lilt USA. 

MicTsiolt. XlKU. and Um XbsK logcrs at aither ragisteriKl ludsmartts orliadamarks ot Mlcrosoh 

CorpomUW tfl tni UnM Sum ttrOlor oilier countries and ire usad undar llcansa ti-OTn MicrosofL. 

Fanis uiad in inii gitm m «U|>(Kii1(II! by FONFIVORKS Intarnational Llmilad FQNTWOHKS 
producl-flamnwd rUNTWi^nKS logos are regislared traderrvarks oi Irad«marks o> FOMTWORKS 
IntenlMJoMI UMUd COpynght 1«9>t ■;!)(£ FDNTWORKS InlemaHonit timlted All ri[|hl5 reserved. 



